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Mobile Media for Learning, Reflection, and Personal 
Development
Research Lines and topics
#1 Mobile and ubiquitous learning content 
Ubiquitous access to learning support and distributed multi-format learning 
content.
– Mobile Video and Audio Content (Youtube EDU, iTunes U), Cloud-
based learning content, Mobile data collection and aggregation,  
eBooks and tablet content.
#2 Orchestration of seamless learning support
Instructional design of nomadic and seamless learning support.
– Ubiquitous LMS access, Mixed Reality Games, Excursions and Field 
Trip systems, Mobile Augmented Reality, Mobile Learning Games, 
Object and location-based service access.
#3 Situated learning experiences
Connect the Learning and the real World, context-aware learning systems, 
sensor-based learning support.
– Experience sampling apps, Sensor-based learning apps, Situated and 
ambient displays, Context-aware social media, Tangible and smart-
objects for learning
Mobile Learning Applications Domains
• eHealth and healthcare
EMURGENCY: performance support and notification system, 
Handover procedures, Reference apps for daily practice
• Law and Management education
OpenScout, OUNL iPad pilots, UNHCR mobile simulated games
• Architecture and creative industries
MACE location-based content and social media, Cloud-based 
cooperation methods in design and architecture
• Cultural Heritage
Mixed reality field trips with Cultural Sciences
• Logistics
SALOMO: Situation Awareness and Mobile data collection
• Language learning
ELENA, PhD projects
• Teacher education and networking
mobile social networking apps
Service and research portfolio
• How to innovate?
Innovation workshops for mobile media and learning in the OUNL Learning 
Innovation Laboratory, Desirability and technology acceptance studies of 
innovative solutions, Open innovation policy, open source frameworks
• How to learn best?
Educational and instructional design for blended and ubiquitous learning
Evaluation of increased awareness, efficiency, effectiveness.
• How to implement your mobile learning support?
Prototyping mobiles cross-platform and with embedded technologies.
Mashup and visualisation technologies for integrated solutions.
Customized mobile solutions integrating legacy software.
• What is my return on investment?
Piloting and evaluation of new solutions, following standardized methods.
Usability and acceptance studies (mobile eye-tracking).
• How to optimize your existing processes for mobile?
Content engineering and automation for mobile and multi-platform delivery.
Multi-platform access to legacy systems integrated with daily practices.

11th	  World	  Conference	  on	  Mobile	  and	  Contextual	  Learning
mLearn	  2012	  -­‐	  MOBILE	  LEARNING	  IN	  CONTEXT
Helsinki,	  Finland	  16-­‐18	  October	  2012
SelecGon	  of	  the	  Conference	  Topics
• Mobile	  learning	  across	  formal	  and	  informal	  se9ngs
• Ubiquitous	  and	  ambient	  learning	  and	  technology	  
• Theories,	  models	  and	  ethics	  for	  mobile	  and	  contextual	  
learning
• Open	  and	  distance	  educaAon	  with	  mobile	  devices
• Interoperability	  and	  standards	  for	  mobile	  learning
• Challenges	  for	  mobile	  learning	  in	  developing	  countries
• Mobile	  learning	  strategies	  in	  schools,	  higher	  insAtuAons,	  
industry,	  and	  organizaAons
• AdapAve,	  virtual	  or	  collaboraAve	  environments	  for	  mobile	  
learning	  
• Augmented	  reality	  for	  learning
• InnovaAve	  approaches	  to	  learning	  of	  current	  and	  emerging	  
mobile	  technologies
• Mobile	  learning	  across	  cultures	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tablets kunnen van alles...
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PWC (2010): Turning the 
page. The future of ebooks.
er is geen 
muis...
... en andere interactie
anders leren: The MACE experience
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The end of the book as we know it...
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The end of the book as we know it...
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The end of the book as we know it...
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Market study
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PWC (2010): Turning the 
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Market study
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page. The future of ebooks.
Media-comparison
• Woody, Daniel & Baker (2010): 
Preference for traditional 
books, no eﬀects on learning 
results
• Rockinson-Szapkiw, Holder, & 
Dunn (2011): Higher 
motivation to study 
instructional material for 
eBook-group
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Reading/Literacy studies
• Korat (2010) shows significant effects of 
eBooks for word reading and story 
comprehension (kindergarten level)
•  Jones & Brown (2011) show no significant 
effects of eBooks for comprehension tests with 
3rd graders
•Nie et al. (2011) study: 28 students of 
masters’s programme occupational 
psychology & education, ﬂexibility, new 
strategies, better use of time, cost saving
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Research at CELSTEC/OUNL
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# integrated learning eco-systems of 
tabs - pads - boards
http://www.designbynotion.com/metamirror-next-generation-tv/
so a 
smartphone/
tablet is a 
sensor pack the 
user caries 
around ... 
it is mobile and 
ubiquitous tec.
functie: games en sensors voor immersie
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http://motionmathgames.com/
create your own content ...
Content>Reflective eBooks > advanced eBook 
functionalities for personalised learning
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Acceptance model iPad pilot
Changing learning practices
•  Additional learning contexts due to 
weightless learning material
•  Use of small time-slots
•  Pervasive access to learning material
•  Combination of learning resources
•  Eﬀects on study strategies (annotations, 
marking, exchanging)
•  Eﬀects on in-class-lectures
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hoe doen wij de transitie ?
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Screenshots Wiskunde Examens HAVO-A
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38➡http://appadvice.com/appguides/show/graphing-apps-for-ipad
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maar er is een probleem ...
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dus wat doen ?
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goede inzet van tablet technologie ...
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functies relevant voor onderwijs context
• planners, notificaties, news, gids
• personelijke informatiebakje
• relevante informatie voor je context (locatie, tijd, 
omgeving, social netweerk)
• toegang naar sociale netwerk, sociale media
• en mobiele game console
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Checklist
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• Student Services, selecteer de belangijkste functie
– Zijn jullie roosters digital beschikbar?
– Probeer taken, thuiswerk, interactie ook mobiel te 
maken! b.v. ook mobiel facebook
– Maak de activiteit zichtbaar op school!
• The Extended Calculator ...
– Gebruik je mobiele technologie?
– Heb je een lijst van apps voor jouw vakgebied?
– Zoek een collectie en gebruik het voor taken !
Checklist
48
• Classroom Systems, Clickers
– Gebruik je multi-media in jouw onderwijs?
– Gebruik je clickers (CRS)?
– Gaa een step verder en probeer een verzamelbakje, 
of een IM groep! 
• Mobiel multi-media, games
– Gebruik het mobieltje om multi-media voor taken de 
verzamelen!
– Gebruik sociale media om reflectie te stimuleren!
meer weten ?
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http://portal.ou.nl/en/web/topic-mobile-learning/home
